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SAFETY INFORMATION 
About Photosensitive Seizures 

A very small percentage ot people may experience .1 seizure when exposed lo 
certain vteua including Hashing liglii-s ur patterns that may appear in 

video games Even people who have no history of seizures 01 epilepsy may have 
.111 mid: i-nliiion that can cause these "pb eizureS' 

while watching rides games. 

'lliese seizures may have a variety of symptoms including- tightheadedtH 
altered ' e or Face twitching jerking or shaking of arms or legs, disdden- 

taiinn, confusion, or moment; ; reness Seizures may also cause loss 

nscrausness or convulsions thai can lead to injury from falling down or 
strBdng nearbj ■ ibjects. 

Immediately stop playing and consult a doctoi il y< iu experience any of th 
symptoms. Parents should vvatth for or ask their children about the alxwe symp- 
toms— children and teenagers are more likely than adults to experience these 
seizures. 

I'lic risk of photosensitive epileptic seizures ma) Ix 1 reduced b) silting larther 
from tiie television scree**, using a smaller television screen oteyiag in 3 wt-JI In 

and not playing when you are drowsy or fatigued 
If you or any of your relatives have a history - >r epilepsy, consult a 

doctor before piaytag, 

Other Important Healih ami Safety Information The Xtx« Instruction Manual con- 
tains Important health and safety information that you should read and ttnder- 
befpte using this sofiv, 

Avoid Damage lo Your Television 

Do noi use wiili certain televisions, Some tefcvisions, especially front- or rear. 
I hi >ji.,, ta in 1 \ 1 ies can I*- damaged if any video games, including Xhox games, arc 
played on tiieir,. Siattt Images presented during the normal course of game 

urn in" 10 ihe screen. 1 1 . id iv, ■ ■! tbt static image to 

appear at all nines, even when video games SBC BOt being played. Similar dam- 
ay occur from sialic images created when placing a video game on hold or 
pause. Consult your television owner's manual to determine if video games l;ui 
be played safely on your set. If you are unable to find this Information In die 
owner's manual, contact your television dealer or die manufacturer to determine 
if video games can Ije played safely on your set, 

Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay lor play, ot circurnvenlion of copy protection is strict!) prohibited 
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CHAPTER I 

PLAYER CONTROL 



Move/Smite 
Crouch (Press In) 



Command Teams/Tanks 
(Left IHgger) 

\ 



Fire Weap 

Right Trigger) 



' Situational 
Awareeness View 

Pause Menu 

Selected Team 
Fall In (Press 

and Hold) 

Switch Selected Team 
Selected Team 
Fall Out (tip) 




Switch Weapon 

Use Reload- Pick Up 
Melee Attack 
fump 

Throw Orenade 

Select Team (Press);|j 
Team Fall In (1 
and Hold) 



Player Movement/Action (Default) 



Move'Strafe ... . , .' Left Thumbstick 

Turn/Aim . . Right Thufnbstick 

Crouch (Toggle) Click Irfl Thuiiuwk k 

Reload/Pick Up Weapon/Use X Button (Context Sensitive) 

Fife Weapon Hi s hl Trigger 

Zoom Weapon {Toggle) Click .-. Bight Thumhstick 

Switch Weapon Y tlution 

ThlOW Grenade „ Black Button 

Melee Attack '..... B Button 

jump A Button 

Pause Menu START 

Situational Awareness Mode -. . BACK 



Situational Awareness Mode < Default > 

Toggle Focus to Fire/ Assault 'ream-Tanks ... 

Focus on Chapter Objective 

Focus on Sgt. Baker 

cycle Focus to Wxr Item 

Cycle Foetus to Previous Item . . 

Zoom on 'I'arget iT'.'^gk-' 

Rotate/Hit Camera , 

LxiE Situational Awareness Mode , 



White Button 

. . . . Directional Pad Up 

. Directional -Pad Down 

Dinxiiontil-Pad Left 

. . Directional-Pad Right 

Click Right thimihsuck 

left Thumbstick 

BACK Button 



Fin: Toon/Suppress Enemy 



Squad/Tank Commands (Default) 

Move to Position Pull and Hold Left Trigger. Direct to Position 

with Right Thumhstick. Release 

Pull and Hold Lett Trigger. Dirts [ to Fmrmv 

with Right Thumbstick, Release 

ttu-n Assault Enemy Position Pull and Hold Left Trigger. Direct io Lnemv with 

Right , l1tuTTihsiii.-k,,Puil Right Trigger, Release 

Switch Selected Team . White Button OR Directional Pad LeffRight 

Fall in Press and Holtl White Button OR Directional-Pad Down 

FallOut Press and Hold Whin- Button OK lMrcciiunal-Psd Up 
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CHAPTER n 

Quick Start Guide 

STARTING A SINGLE PLAYER CAMPAIGN 

Select BEGIN GAME from the main menu. 

Select ,i ilil'ficuliy selling, EASY. NORMAL, DH-rTCULT, or AUTHENTIC, 

to proceed to the first chapter. 

STARTING A SPLIT-SCREEN MULTIPLAYER GAME 

Select MULTIPLAYER from the main menu. 

Select SPLIT SCREEN. 

Each player presses A to join. 

STARTING A SYSTEM I JNK MULTIPLAYER GAME 

- Select MULTIPLAYER from die main menu. 
Select SYSTEM LINK. 

Choose a system link match from the menu, and press die A burton to 
join. To create a new match, press die Y button, then select a mission 
and number of players, and press the A button to start the match. 

STARTING AN XBOX LIVE MULTIPLAYER GAME 

Select MULTIPLAYER from the main menu. 

Select XBOX LIVE 

Select your Xbox Live account. 

Enter the Pass Code for your account (if you have assigned one do ill. 

Choose an Xbox Live match from the menu, and press the A button to 

join, or press the Y button to create a new match, select J mission and 

numbe] of players, and press A lo create a new match. 
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CHAPTER III 

SCREAMING EAGLES 

The 101st Airborne Division (Air Assault) of- the United States 
Army, nicknamed the "Screaming Eagles." was activated on August 15, 
1942. On August 19. its first commander, Major General William C. Lee, 
promised his new recruits that the 101 st had a "rendezvous with des- j 
tiny." General Order Number Five, which gave birth to the division, 
read: 

"The 101st Airborne Division/activated at Camp Claiborne, 
Louisiana, has no history, but it has a rendezvous with destiny. Like 
the early American pioneers whose invincible courage \vas the founda- 
tion stone of this nation, we have broken with the past and its traditions 
in order to establish our claim to the future." 

"Due to the nature of our armament, and the tactics in which 
wc shall perfect ourselves, we shall be called upon to carry out opera- 
tions of far-reaching military importance and we shall habitually go into 
action when the need is immediate and extreme." 









-Major General U.S. Army 
William C. Lee 
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CHAPTER IV 

CHARACTERS 





SGT. RAKER 

S^Sit^ * sf : ft - spoken « — «*» 

Brew up !„ Sl Lr)U]S Mlssollri wh 

"anted h, volunteered ro be , p a r att!) o Per 1, 

Sever opected m l ead hi. „,„£,. ^ ^ 



STAFF SERGEANT HASSAY 



Ji ,"■ , , Hl!,My ' S " P^f"^™.! soldier 

who [Otaed ,he Army before rhe w« H e i, a 
OBS* lender «rf «celteat laclicijn . He ,|™ 

«22|b to make the second shot counT 
SttB s erseam Hassay „ thc Qn 

fa '*»*dW-»«.tai Company*^ 
Battalion, 502 PIR {Baker's Platoon). 



CPL. CORRJON 





ST nJn *" Camin8 * **«» al " *** 
Wlh hoih Araencan and G«™n slI)a ji Jnlr , 

KJC'CI AH. "tW€ IT l4e*4£ TO&TKeX. WATT. 



. „ PV 'I'- f-EGGETT 

i n. Kevin "Legs" u-nsfit i- rt,= „j- 

MUcd » redfee th» in „,,,. tfac nq often ends 

differently 
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CPI- HARTSOCK 

r h,s *duh life working or w» W» 8 Iand /" 

L.rtm.f. «**** H. h aS » wife. *™*** a 
dauahier Carol, back at thf family ninth Red wants 
tXZ* «• - »* can K e. back home lo h,s Lm.lv 



PVT, DESOLA 

sions in life; lighting 



■«2=«55?iBg 



over bis family's Itaitai resta 



urant from his father. 





PVT. ALLEN 

in anv sit nation. 



PVT. GARNETT 



• 






Pu Michael (MB *«■* » everyone he s the boy 

from Nowhere, Kentucky." He worked as a dc ck 

wo ler ™ the Ohio Kiver before .Lgning tip for the 

Army He me! Pit Mien to tW «<* » "'"" 

„£,%£ they've been do- M ««r-«. 
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PVT. COURTLAND 

PFC jack CourtJand is « younirpr m ,„ r 

Vork Yankee-; ' " calcher Tor (be New 



volunteered for .h h lm,n '8™' who 

He hop, towscue his family from P„| arlr) 



after the war 




amily from Poland 
it mey survive N azj occupation 



PVT. JOHNNY RIVAS 

Pvt Johnny Riv-- i 






ng his 
lever is 
P P he'll jump 
ill always 



SGT- StSNES 



SGT. RISNl'.K 

wl school Becatise of**** 
m i llr vdunng bus'C trantmiv 

B swan taak mow ■ > 
T „k Battalion. Kisner is -J** 
£.,Und at UK* beached 

n;A er m Normandy *» 
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ALLIED COMMANDERS: 



GENERAL EISENHOWER 
General Dwighl Eisenhower is the 
Supreme Allied Commander of the 
Allied Expeditionary Force. Under 
\ his command, the Allien will invade 
Normandy, France, on D-Day, June 
6, 1944. 




LT. COLONEL COLE 

Lieutenant Colonel Robert Cole is 

the commander of the 

3rd Battalion, 502nd Farachute 

Infantry Regiment of the 10 1st 

Airborne Division. 



SUPREME HEADQUARTERS 
ALLIED EXPEDITIONARY FORCE 
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Soldier, Sailor, and Airmen - ** Allied ********* ***< 

which we ton* snweo '« r? of i lbcrt> - 

the world arc upon f "■ Th X ntli -" £ COTnpany with 
loving people cve a ^]??S^^W5ii other Fronts, 
our brave Allies ^^^^SScSSTof the German war 
vou wit! bring abom ™f™ b ". t tvraliny over the oppressed 
Wchine, the elin.nat.on < N ■ £» ^ elvM in a f ree 

peoples of Europe, and M-Cur.t) 

world. 
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CHAPTER V 

Allie d Weapons 

INFANTRY WEAPONS 

While playing Brothers In Arms: Road to Hil! 30, you can carry up 10 two 
weapons at a time, such as pistols, rifles, sub-machine guns and rocket 
launchers. You will start each mission with a set of weapons, but additional 
weapons can be found at re-suppiy drops, ammo dumps, or dropped from 

the hands oi fallen comrades or enemy soldiers. 

M 1 9 II SEMI-AUTOMATIC PISTOL 

The standard sidearm of American soldiers since the earl 1 . 
iyi Kte, the M191 1 -45 is the handgun of choice lot many 
paratroopers It is a semi-automatic weapon with a seven- 
round magazine, plus one in the chamber, and an effec- 
liv(_- range of about HO feet 

Ml CARBINE SEMI-AUTOMATIC RIFLE 

The Ml Carbine is a .30 caliber semi- 
automatic shoulder weapon. The carbine . 

lias twice the magazine capacity of a .45. 

and its accurate range is far greater than 
any pistol - carbines arc accurate to at least 600 feet. It is also smaller and 
lighter than die Ml Garand, making it an effecUve medium-range light 
infantry weapon. 

Ml GARAND SEMI-AUTOMATIC RIFLE 

The Ml Garand' rifle is the standard 
wea]X)n of the U.S. infantry soldier. It is 
a semi-automatic, self-loading shoulder 
weapon fed by a clip that holds eight .30 caliber rifle cartridges. The Garand 
has a muzzle velocity of 2.760 feet per second, and an effective range of 
about 1.3(H) feet. 

M1903 BOLT-ACTION RIFLE 

'Ihe M1903 is a bolt-action magazine 
rifle that was used by die United Slates 

l> ^^ Army during the First World War. It can 

lie individually loaded with up to five 

30 caliber rifle rounds. The M1903 rifle remained the V v standard rifle until 

193f>, when i: was replaced by the Ml Garand. This scope-mounted version 

is primarily used by snipers with deadly accuracy. 




II 
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M1A1 SUB-MACHINE GUN 

p(h=s The M1A1 submachine gun, popularly 
known as the Tommy Gun. is the all- 
around field weapon of choice for, most 
infantry NCOs. Fully automatic, the MIA! ' 
fires between 600 and 700 .45 caliber rounds per minute from a 20-round 
magazine. Soldiers carry magazine pouches on their belts that hold up to 
tliree magazines; others carry ammo vests that can hold up to eight. The 
M1A1 is primarily a close-range weapon. 

M1918 BROWNING AUTOMATIC RIFLE (BAR) 

The Ml 91 8 BAR is often praised as one 
of die best weapons ever used by the 
U.S. Army. It may lie fired from the 
shoulder or from the hip, and uses the same .30 caliber ammunition as the Ml 
Garand and Ml Carbine. The BAR can fire up lo 450 rounds per minute at an 
effective range of about 1800 feet, but is usually fired in short burst.-, for belter 
accuracy. It is a heavy infantry weapon that requires specialized training to use. 

M9A1 BAZOOKA 



L7^ij 



Officially tilted [he M9A1 Rocket 
launcher, this weapon consists of a 
smoothbore steel tube about 5 feel 
I. >ng, open at both ends, and equipped with handgrip, shoulder rest, trigger 
mechanism, and sights. The bazooka was developed chiefly for attacking 
tanks and fortified positions at short range (less than 350 feet,). It launches a 
3.5-pound rocket-powei-ed projectile which carries 8 ounces of penlolite. a 
powerful explosive that can penetrate as much as 5 inches of armor plate. 
To escape the backblasl, the operator holds the bazooka on his shoulder 
with about half the tube protruding behind him. 

M1919A4 BROWNING LIGHT MACHINE GUN 

J The MI 91 9 is a tripod -mounted light 

d ( °:°:°x°;=:°: °"° J ° |P machine gun which uses an air- 
cooled barrel and operates on a recoil 
system to chamher rounds between firing, fully automatic, the M1919A4 fires 

■i00 to 550 .30 caliber rounds per minute at a range of 1500 feel or more. 

MARK II Al FRAGMENTATION GRENADE 

Allied fragmentation hand grenades, or "pineapples," contain an 
explosive charge in a metal body, designed to break into fragments 
upon delonalion. They have a killing radius of 15 to 30 feet 
Normally thrown less than 100 feet, the time delay after pulling the 
Safety pin is about 4 seconds - which usually mean the soldier 
, , throwing ft has to immediately duck and run to cover. 
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EXPLOSIVES DEVICES 

During specific chapters in Brodiers In Arms, you will he required to use explo- 
sive devices to destroy key objectives in order to complete your mission in a 
mission where expltisives are used, you will see a hint message appear on-screen 
al the point where you need to place your explosive charge. When you see this 
happen, press and hold the use button (default button is Die X button.) until 
Baker has armed the explosive and placed ii on tile objective. (If you release the 
button before the explosive is fully armed, it will not be placed.) You do not 
need to wait for one explosive charge to detonate before setting the nexl one. 

VEHICLES 

There are a number of Allied and German vehicles in brothers In Arms that can 
be found throughout the various missions. Two of these, at various points in the 
game, will be attached to your command, and you have the ability to command 
them in battle in a similar fashion to how you command your infantry teams. 
Like your infantry teams, tanks will follow your orders, and will also automatical- 
ly defend themselves and open fire i in enemies they encounter. 

M5A1 STUART TANK 

Tl "he 15-lon M5A1 "Stuart" light tank, introduced in 
early in 1943, has a 37- millimeter gun 
-fitted in the turret, a .30 caliber machine 
gun in the bow, a .30 caliber machine 
gun mounted coaxially with the 37enrtl 
cannon, and another .30 caliber machine 
gun on the top of the turret. This tank is 
fast and relatively light, and is used prima- 
rily for scouting and reconnaissance mis- 
sions. It is not designed to battle head-io- 
head with most German tanks, but instead 
to fight against enemy infantry. 



M4AI SHERMAN TANK 
The 30-ton American M4 "Sherman" medi- ■ 
um lank is the primary tank of the Allied 
armies. Mechanically reliable, the Sherman . 

has a 75-millimcter gun fitted in the turret, I 
a .30 caliber machine gun in lire bow. a 
.30 caliber machine gun mounted coaxial- 
ly with the 75mm cannon, and a .50 cal- i 
iber machine gun on the top of the turret. I 
The 75rnm main gun can fire several 
types of rounds, including high-explosive 
anii-t.ink shells, making jl highly useful in 
fighting and killing enemy Hangers. 
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ENEM Y TRO OPS 

CONSCRIPTS 

German military conscripts .ire the main enemy force in \. Di-mandv 
and other regions of occupied France. These minimally-trained 
German iroops are expected to fight from behind concrete fortifi- 
cations and to gain time for the infantry' and mobile troops to 
.irrivr and repd Lin invading force. During its conquest of 
Europe, Germany has conscripted volunteers" from France, 
Italy. Croatia, Hungary, Rumania, Poland, Finland. Estonia. 
Latvia, Lithuania. Asian Russia. North Africa; Russia, Ukraine, 
and even India. These conscripts form the Osi (East) battalions 
and have been sent to guard the western Ironi in Europe to free 
better-trained German troops for ihe fight against the Soviets, 
Despite their low status, however, these iroops have the capabili- 
ty to inflia severe casualties on an invading Allied forces. 





INFANTRY 

The German 91st Infantry Division are steady, well-trained troops 
who are ferocious defenders. Each V-man squad is comprised of 
an NCO, a 5-man rifle element, and a 3-man light ■machine gun 
team. At the squad level, teams focus on the MG-t2 machine gun 
section. The NCO is also often armed with an MP40 machine 
pistol. Better-trained thai) conscripts, ihese soldiers form die core 
of the German infantry forces in occupied France. 






PANZERGRENADIERS 

The Panzergrenadier units arc highly- trained mechanized infantry 
soldiers tliat work closely with German ranks. 'Hie successful mil- 
itary record of the Panzer divisions Ls due to their ability to com- 
bine tlte actions of Infantry, Armor, and Artillery into a combined 
fighting force The Pan/.ergrenadicrs provide close support for the 
Gennan tank divisions. These solders have die most firepower and 
greatest mobility of any German force in Normandy. 
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FALLSCIURMJAGER 

The elite of die German infantry, the 6th Parachute Regiment ana 
}rd Parachute Division CFaDschirirtpgeri are the most elite infantry 
Ihe Germans have in Normandy, and are armed with Ihe newest 
and best weapons in die German anny A parachute infantry 
squad consists of eleven men, with three squads per platoon. 
The F-allschirmjager squad is similar that of to the standard 
German infantry but uilh two extra men who carry a second 
fight machine gun. They also utilize armored elements such as 
tanks, assauh guns, ami anti-tank guns. 




ENEMY WEAPONS 

At ihe present time, there is little information available regarding German ml.titm 
weapons. It is known ttiLtt the forces occupying Normandy have access to several , 
types ot pistols, sub-machine guns, rifles, and anti-personnel/ anti-annor explosive 
devices, but Ihe exact details ot those weapons is currently unknown. 
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CHAPTER VI 

GE TTING STAR TED 

MAIN MENU 
When the Brothers In Arms: Road to Hill 30 disc is inserted into 
your Xbox Console, the main menu will appear once the introducto- 
n video has played. The main menu contains the following options: 

BEGIN GAME 

Choose this option to begin a new single player campaign. 

CHAPTEHS 

Choose this option to play a previously completed chapter in the 
singieplayer campaign, or to continue your previous campaign from 
your last saved checkpoint. 

MULTIPLAYER 

Choose this option to begin a head-to-head Split Screen, System 
Link, or Xbox Live game against 1-3 additional players. Note: For ' 
Xbox Live games, you must first sign in to an existing Xbox Live 
account. For more on multiplayer games, please see page 21. 

OPTIONS 

Choose this option to adjust your controller, audio, video, or game- 
play settings. Any changes to these options will be saved to your 
profile. 

PROFILES 

Choose this option to edit your profile settings, or to create a hew 
profile. Your profile can save your controller configuration and 
game preferences. Multiple profiles can be saved to your Xbox 
Console. 

EXTRAS 

Choose this option to view bonus material and content unlocked 
from the game. You can unlock extras by completing chapters in the 
single player campaign on various levels of difficulty. 
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I MAPTKK Vtl 

SINGLE PLAY ER CAMPA IGN 

To play a new single player campaign, select campaign from the main 
menu. To load a previously completed chapter in the single player cam- 
paign, or to continue your previous campaign from your last saved 
checkpoint, choose chapters from the main menu. As you play through 
each chapter, the game will automatically save your progress to the 
Xbox Console at various checkpoints. If you choose continue, you will 
begin at the last saved checkpoint from your previous session. Choosing 
chapters from the menu will give you the opportunity to replay a previ- 
ously completed chapter, but choosing this option will delete your 
checkpoint progress from the last chapter you played (if that chapter 
was not completed). When starting a new game, you will have a choice 
of difficulty levels; easy, normal, difficult, or authentic. In authentic 
mode, the difficulty is set very high, there are no save checkpoints, and 
suppression indicators are aimed off by default, to simulate battlefield 
conditions as auUientically as possible. (Note: to unlock authentic mode. 
you must first complete the entire single player campaign on the diffi- 
tult setting.) 

PAUSE MENU 

At any point during a chapter in the single "player game, you can press 
the START button to pause the game. From the pause menu adjust the 
game settings, restart, reload the last saved checkpoint, or quit the chap- 
ter. From the pause menu, press the START button again or press BACK 
to resume the chapter. 

EXTRAS 

Upon completion of each chapter, you will be awarded a medal based 
upon the difficulty level you selected, for each medal you receive (each 
chapter completed on each successively higher difficulty level}, you will 
unlock a new item in the extras menu (accessible from the main menu). 
The medals you receive will be saved in your profile. To unlock all the 
extras, you must first complete the campaign on the difficult selling, 
which will unlock the authentic setting. Completing each chapter on 
authentic will unlock the remaining extras. 
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< ll.M'TER VB1 

PLAYING BROTHER IIS AR MS RO AD TO HILL JO™ 

When playing Brothers In Arms Road to Hill 30, you will step. into the boots of 50. 
Matt Baker and lead the 3rd Squad, -irJ Platoon, Fox Company, 502nd Parachute 
Infantry Regiment, 101st .Airborne Division. The 101st Airtxime, the Streaming 
Eagles, will spearhead the D-Day invasion by jumping into German-occupied 
France near the Utah Beach invasion area and secure key objectives in Normandy. 
' This is a dangerous mission behind enemy lines, and it will require you to perioral 
as an elite l.'.S. Army paratrooper as well as to command a squad of fellow para. 
HKCpers in a number of engagements with the enemy. 

IN -GAME INTERFACE (HUD) 



Certain informa- 
tian, such as 
health, objective 
I in. .i tions, team 
slams, and other 
critical data, is 
shown in the 
HUD (heads up 
display). The 
HI D has muiti- 
[ lie elements that : 
are positioned at 
different loca- 
tions around the 
screen. 

Compass: Show 
you the direction 
you are facing. 

Objective Indicator: Arrows on the outside of the compass jKiint the direction 
of your next objective in each chapter 

Team Indicators: Shows the direction and relative health of the members of 
your learnt s)/tank for that chapter. Different symbols represent your assault team. 
fire team, and tanks. When the teams are in the "fall in" position, they will move 
from the outer ring of the compass to inside. 

Player Health & Posture: Shows your level of health in the game - as Baker is 
wounded, the icon will (urn from green to yellow to red 'litis icon will also 
change from a standing soldier to a crouching one depending on Baker's current 
posture. 
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Remaining Ammo: Shows the ammunition count in Hit- weapon Baker is hold- 
ing, when the weapon tuns out of amrhunition, press the X button to reload it, 
and the total number of remaining clips of ammunition will briefly be displayed. 

Grenades: Shows the number of grenades that Baker is carrying. 

Command Ring: 111 is will a ppear anytime Baker is commanding 
tine of his squads or a tank (default is pull left trigger). The flag 
over the ting shows the symbol for which unit is being com- 
manded < assault team, fire team, or tank), and the command ring 
shows where they are being directed 

Suppression Indicator: Shows the location and level of suppression of enemy 
units. Suppression indicators will appear over the center of the enemy team. 

Movement 

You "can direct Matt Raker through Ihe world by using the two thumbsticks on the 
controller - by default, the right thumbslick controls Baker's view, making him 
look up or down or turn to the left or right. The left thumbstiek moves Baker in a 
given direction, forward, backward, strafe left or strafe right. 1 fC flic thumbsticks 
in combination to move lluidly. To make Baker jump, press the jump button 
i default is \ button). By pressing the crouch button (default is clicking the left 
thumbstiek). you can make Baker crouch. He will stay croui tied until the button 
is pressed again Baker will move slower when crouching, but he can take cover 
behind various objects and presents a smaller ta rgel to the enemy. To make Baker 
strike an enemy with (he butt of his weapon at close-range, press die melee but- 
ton (default is K button). 

Health 

When Baker is hit hy enemy lire, blood will gel in his eyes, splashed from the 
direction from which tie was shot - this can be crucial in determining the direc- 
tion of attack. Occasionally. Baker will be grazed by a bullet or a near miss - this 
will show up as a white halo on the edge of the screen. Be >ure to watch the ' 
health indicator closely when in combat - as in real war, there are no magic 
health packs or canteens to bring him back to life, During combat. Baker might 
get too close Co an explosion from a tomb, grenade, etc., and lie knocked down 
from the concussion. It will take a moment for his balance and eyesight to return 
to normal when he gets back up. 

Ammunition 

Baker tan cany up to two weapons, five grenades, and explosii es, Baker can 
switch weapons by pressing the weapon switch button (default is the Y button I 
He can also throw grenades at any time by pressing the grenade button f default 
is the B button) 
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Baker will begin each mission with a set of weapons and grenades that are neces- 
sary to complete it - however, as you progress through a mission, you will come 
across American and Gentian weapons and ammunition thai Baker can pick up. To 
pick up a weapon, walk over in ii and hold the use button (default is X button) to 
switch it with the weapon Baker is currently holding, (Baker can only carry two 
weapons at a time.) Each Weapon Baker carries uses specific ammunition, though 
■ ■ me weapons share the same ammo type (sec the weapons section on page 10 fan 
more information) To pick up ammunition or grenades, simply walk over to them 
and Baker will automatically pick them up and add diem to his supplies. ( Raker w ill 
only pick up ammunition if it works in a weapon lie is currently earn ing. ' 
Rememtier that specific weapons, such as rocket launchers or sniper rifles, are some- 
times necessary to complete specific missions, .so manage your weapons carefully. 

Squad Command System 

Baker is a squad leader - since he is a paralrcxiper in enemy territory, he will 
often be outnumbered and must rely on the men under his command to help him 
defeat those enemies and complete the mission objectives. His squad is divided 
mt i. ' two teams - the assault team and the fire learn. The assault team carries 
lighter weapons and more grenades, for hitting the enemy fast and hard - use 
them when you want to assault an enemy or flank his position. The fire team car- 
ries longer-range rifles and heavier machine guns - use them to fix an enemy into 
position and keep them suppressed while the assault team Hanks diem. At various 
times, Baker will have teams of soldiers or tanks under his command. To com- 
mand a team or a lank, first press the team selector button to toggle between the 
two squads (default is the White button). Then, pull the command trigger (default 
is the left trigger) and the command ring will appear on the ground "in front of 
Baker, Using the right thumbstick, move the command ring to the objective. 

- To move the team, direct the command ring where you want the squad to go, 
and release the command trigger. 

- To command the team to attack: direct the command ring to the enemy to be 
attacked - when the ring disappears and the command icon turns red. release 
the command trigger. 

- TO command the team to tush an enemy: direct die command ring to the enemy 
to be attacked - the ring wifl disappear and the command icon will turn red. 
Pull the fire trigger (default is the right trigger) and (hen release both triggers. 

- You can also command a team to follow Baker by pressing and holding the team 
switch button (default is the White button), or by using the Directional-Pad. The 
team will now surround Baker, and re-position themselves whenever he moves 
To release die team from the "Fall in" position, press and hold the team change 
button again (default is the White button) or use die Directional-Pad. 




When any command has been issued. Baker will make die corresponding hand 

signal to direct his squad, and you will hear him issue the command. 
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Enemy Suppression 

When Baker and his squad engage a team of enemy soldiers, you will see a sup- 
pression indicator appear above the center of the enemy unit, TIhs indicator will 
first appear red, but when the unit Is fired upon, it will gradually lurn gray With 
enough fire directed at die unit, the indicator wilt turn completely gray, indicat- 
ing that the unit is suppressed and will keep their heads down behind cover, fir- 
ing only occasionally. This is usually the best time to flank and attack the enemy 
position - they will respond as real soldiers under heavy fire, and keep their 
heads down for fear of" being shot (unless an opponent gets very close to them). 
Without additional covering lire, how- 
ever, the enemy unit will not slay sup- 
pressed for long, and the unit's sup- 
pression indicator will gradually turn 
a darker gray until the unit becomes 
, unsuppressed and the indicator turns 
red again. At diat point the enemy 
soldiers will .stand up and begin firing 
again at an increased rate 

(Suppression indicators can Ix- turned Suppressed 
off in the options menu.) 



Supp leM ing Fire Suppretieit 



Recovering 



UtuupprcHKed 



Situational Awareness View 

When ilit- paratroopers of the 101st Airborne Division prepared for the invasion 
of France, ihey extensively studied maps, photos, "and sand tables of the 
Normandy countryside. As the player, you have access to similar information 
through the situational awareness view. At any time during combat, you can 
press the button for situational awareness (default is BACK button), which will 
pause the game and allow you to examine the current mission situation from 
above. This view will a!low r you to switch your focus between Sgt. Baker, his 
team members, the chapter objectives, and any enemy forces which have been 
spotted (use die left and right directional pad buttons to switch focus). The 
enemy forces will only appear in situational awareness if Baker has already seen 
them and knows their location - thus, more soldiers may be present in a loca- 
tion than shows up in the situational awareness view. You can zoom in on 
focus poinis bv pressing the zoom burton (default is click the tight thumbsiicki 
and rolate around (hem by moving the left thumbstick. When you are finished 
examining the situation, press die situational awareness burton again to return to 
combat. 
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CHAPTER IX 

MULTIPLAYEB GAME 



MULTIPLAYER MENU 

When playing the Brothers In Arms Road to Hill 3fl mulfiplayer game, you can 
|.l.i\ Split-Screen on a single Xbox Console, play against players on separate 
Xtxix Consoles through a System Link connexion. Or play against Opponent!) 
online through Xbox Use. Von can also Sign In to four Xbox Live account or 
' change your gamepiay Options from this menu 

USER PROFILES 

Before playing a muliiplayer game, you can lir-i create .1 profile - choose the 
profile manager from the main menu, then follow the on-screen Instructions for 
creating a new profile. If you don't choose a profile, you will use the default set- 
ting of die game. Profiles will store your personalized game configuration sel- 
lings. (Note: any profile which is created will lie attached to whichever controller 
iS used to select the profile manager To create a profile for use with the con- 
troller plugged into Controller Port 2, for example, use Controller 1 10 seleel file 
profile manager and lhat controller's profile will lie altered.) 

^hen your profile is creaied. return to the main menu, then choose the muliiplayer 
menu to select tire type of muliiplayer game you warn in pla\. To play with 2 play- 
ers on the same Xbox Console, player 2 must first press start in the mulupl.iver 
menu, then use the Directional-Pad to select a profile, select ready from the menu 
and press the A button 10 join. 

SPI JT-SCREEN GAME 

To play a Split -Screen game, select Split -Screen from the muliiplayer menu, then 
select the mission you wish to play from the list on the screen. Press the A hut 
ton to enter the mission briefing screen, where each player chooses which side 
to play on and presses the A billion When both sides have been selected, press 
the A button again to Stan ihe Split-Screen game s-seeond countdown (press the 

K button to cancel the 

countdown and return 60 
the briefing). 

fNote: the Split-Screen 
game type will only be 
available from the mulii- 
player menu if there are 
Two controllers plugged 
into the Xbox Console. ) 
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SYSTEM LINK GAME 

To play a System Link game taae Of two players OB one Xbox Console playing 
against one or two players on another Xtxix Console, or f mr Xbox Consoles with 
one player each), select System Link from the muliiplayer menu. You will proceed 
to the game selection screen, where you can either join an existing System Link 
game or create your own. 

To join an existing game, choose a game from the game selection screen thai J 1 >u 
wish to join. Press the A button to enter the mission briefing screen, where ea. h 
player t hooscs which side to play on and presses the A button. When both sides 
have been selected, press the A butlon again to Stan ihe Splii-Screen game s-sec- 
ond countdown (press the B button to cancel the countdown and return to the 
briefing}. Ihe mission won't l^egin uniil Ixith players are ready and have picked a 
team II necessary, Controller 1 on the XIhix Console that created the match can 
.1.- • 1;--- 1 1 it- \ i nut' 11 1 to ejeel i player from the game 

To create your own game, press Ihe V button from the game selection screen. 
then choose ihe mission you want to play and ihe number of players for the mis- 
sion • 2 players ( 1 vs. 1). 3 players (.2 vs. 1} or 4 players (2 vs. 2). Then press the 
A button to enter ihe mission briefing screen and proceed. 
(Note: the System link game type will only be available from the muliiplayer 
.menu if your Xbox Console is connected to another Xbox Console either din., th 
I i.i a System link cable or over a Local Area Network (LAN* connection for more 
information about connecting your Xbox Console 10 another via a System I ink 
4. connection, please refer to your Xbox Instruction Manual.) 



XBOX LIVE m 
Take Brothers In Arms Road to Hill .W' Beyond the Box 

Xbox fjee™ is a high-speed or broadband Internet gaining community where 
you can create a pemianent gamer identity, setup a Friends List with other play- 
ers, see when they're online, invite them to play, and taik 10 ihem in real-time 
while you play. 

Con nee tins 

Before you can use Xbox Lire, you need to conned your Xbox Console to a high- 
speed or broadband Internei ■ •nncLiion and sign up for die Xbox Live service. To 
determine if Xbox Live is available in your region and For information about con- 

r ■,-.-■. ling to Xbox Live, see ww« x lxix.com connect. 

Playing an Xbox Live Game 

To j 1 1 l 1 v on Xbox Lkv, you must first Sign In. From the multiplayer menu, select 
Xbox live. One or both players can then Sign In to an existing Xlxix Lite account 
thai has been set up on thai Xbox Console. If your account has been set up to 
retjuire a Pass Code to Sign In, you will be prompted to enter it. 
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QuickMatch: To quickh begin an Xbox live game, select this option in (he Xbox 
Live mean. An existing Xbox Live game wilJ appear on [he screen - you can cither 
choose to entci tin (natch by selecting pressing the A button' to join, or select a 
new match by pressing the X button. II' no matches thai fit your requirements arc 
available, you can create a new match by pressing the Y button, 

OpilMatch: To select a specific type of Xbox Zrifgame, select this option Bora 
the Xlxix live menu. Press the A button to find matches, then select lire mission 
you want to play and continue (press the A burton). A list of existing Xbox live 
games that fil your requirements will appear on the screen - you can eilher press 
lhe A bulton to join or press the X button to refresh the list and find more g.imes. 
If no games thai fil your requirements are currently available, you can create a 
new match by press the V button. 

Create Match: To create an Xbox Lii/e game, select this option from the Xbox Line 
menu. You can selecl the type of mission you want to play and the number of 
players, and whether or not you want to play a private match (open only to 
Friends you send an invite to). If you choose a private match, you can press the Y 
button to toggle your Players List and to send an invitation to play to any Friend 
who is currently online. Press the A button to enter the mission briefing screen, 
where each player chooses which side to play on and presses the A button. When 
Ixith sides have been selected, press the A button again to start the Split-Screen 
game 5-second countdown (press the B button to cancel the countdown and 
return to the briefing), The mission wont begin until bodi players are ready and 
have [licked a team. Tf necessary, Controller 1 on the Xbox Console dial created 
tile match can also press the X buuon to eject a pktyer from the game. 

Friends List: From this screen you can view your Friends List, send an invitation, 
send a Friend Request, or add Friends to your Frieiids List thitl luve sent you m\ i- 
rations for games. (Note: this feature can only be used by a user who has Signed 
In, not a Guest.) You tan also muLe a player or send pLiyer feedback to them 
from this screen. 

Xbox Communicator: Brodiers In Arms Road to Hill 30™ Supports die Xbox 
Communicator in all Xbox /aw game modes. LXiring the mission briefing, all play- 
ers in die game can hear and speak with you. During a 3- or 4-player game, only 
players on your side will hear and speak with you. 

I eaderboard: Mew stats for yourself and other players around die world. (Note: 
{he Xbox tfcegame type will only be available from the multiplayer menu if your 
Xbox Console is connected to the internet through a broadband modem or a Local 

■Vr.i Network.) 









SOLDIERS HANDBOOK 

PLAYING MULTIPLAYER GAMES 
Mission Objectives! Each mission has a unique objective for each side to 
accomplish before the mission timer runs mil Potlow the on-screen instructions 
dining the mission briefings to determine the mission objective(s) for your side of 
the engagement. 

Field Promotion; When you are killed during a multiplayer game, you can 
Field Promote a surviving soldier to the new squad leader, and lake over pkiying 
thai soldiei 

Reinforcements: When your team memliers are killed during the mul Li player 
game, you can order reinforcements. Each player lias a limited number ot rein- 
forcemenLs for each mission, as indicated on the HUD. (If your teammate quits the 
mission, you will receive his unused reinforcements.) 

MULTIPIAYER LN-GAME INTERFACE (HUD) 

While playing a Brothers In Arms Itoad lb Hill 50 multiplayer game, much of the 
information displayed on screen, such as health, remaining grenades and ammunition, 
;ind tire team locations, will be identical to the single -player game. There are several 
additional items in the HUD (heads up display) when playing a multiplayer game-. 

Objective Directional Indicators; Arrows on die outside of the compass which 
point the direction of various objectives in (he mission Yellow arrows indicate 
■destination objectives, orange arrows indicate item objectives, and gray arrows 
indicate possible item objectives thai haven't been discovered yet. 

Mission Timer: CounLs down the time left for completion of die mission. 

Mission Objectives: Shows the status of location-based objectives 

Objective Items: Shows die status of objects crucial to the success of the mission 
These will sometimes be replaced by a timer in demolition missions. 

Remaining Reinforcements: The number to die right of die compass represents 
the number of reinforcements you have remaining for that game. 
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CHAPTER X 

BROTHERS IN ARMS CREDITS 



" 



Eiecutfve Producer Randy FilchJord 

Project Manager Jeff Woffurd 
Multiptayer Producer- Marc Tardif 
Assistant Producer & Localization: Simon Hurley 
Game Design & Direction: Man Manel, 
J Randy PiichfanJ 

Art Directoi: Brian Mattel 

lead Animator, Landon Montgomery 

Lead Artist- Jeremy C&bkt 

liiad 3D Artist: Matthew VanDolen 

Art & 3D Modeling- Stephen Buhl, Jennifer Hums, 

Shannon Dws, Joseph Espinoza. Eli Luna, Leah 

Pearl, Mike Neumann, Nathan Reinhardl 

Animation & Motion Capture: josh Rearick 

Additional Art: Ted Anderson, Sam Argue?. Jr.. 

Patrick Blank. Jake Hamate*, Sam Kite. Ryan 

111. Toshua Leiehliter, Tomer Litrin, 

Jimmy Lomax. Jonathon Na.same : 

Joshua Noble, Hung Pham, Emilio 

Sanioyo, John Schrarz, Jordan Walker 

Lead Programme Patrick Deupree, Steve Jones 
Qtme & Pkiforru Programming. Jeff Broome, 
Patrick Deupree. Neil 
Johnson, Stephen Palmer, Jeff WofforcL, 
Sean Cavanauiji, " Juries Kosttck, 
Shawn Green, Sean Keardon 
Mulliplsyer Programming: Steve Jones. 
Jiinniv Sicheti. Scott Wlasquez 
Al Programming: Neil Johnson, Jeff Brooms 
Graphic 1 ! Programming: Sn'an Clavartaugh 
Audio Pn^rjTiLNii;^ Scott Velasquez 
.additional Frrjgraanming: Brian Burleson, 
1 Nicholas Cbinnin, Ryan Canton, Derrick Levy. 
Mathew Prichard, Daniel Walsh 
AdctttHomd Xbox Live Pt tg ca mrfwig Demtorge 
5n*d* 

Lead Single Pfeyer Level Designer: Mike Ward we II 
Lead Multiplayer Designer: Matthew Armstrong 
Level Design & Scripting- Matthew Armstrong, 
Pat nek Blank, Erik DoeScHe, 'Dorian Gorski. Daniel 
GraFsltum, Ezra Hanson- White, Josh Jeffcoat, Richard 
Jessup, Patrick Kiefting., Ben \itschke, Nathan 
Overman, Carl Sbedd, Mike Wand well 
Additional Level Design. Eric Berger, Jonathan Day, 
Brian Hess. Pat Hook P Carl Karn 

Business AdjriinistratiQn: Stephen Bahl. Landon 

Montgomery 

PR & Marketing DirecsOt Marc Tardif 
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Tuhnnal Support & Source Control: 

Steplien Palmer, David McGany ^ 

Online Contmuniry Manager SOOQ Dmllry 

Military Advisor & Historian; Cot John Antal, 

US Army i Ret > 

Writer*: Miki- NL'uiriaiin. John Antal 

Storyboards & Historical Research: Fnls Doesher 

User Interface Design: jeramy Cooke, 

Charles Kostrck 

Game Manual: Simon Hurley, Eli Luna 

Audi'"' Director & Producer: David MtGanry 

Audio Engineer: Mark Petty 

Additional Assi5Ean«,Tjp-Sync: Craig Bernardo, 

dud Lmdl 

Jonathan Sehwarz. James. SwetBCJ 

John Zagorsky 

Voice Talent: Troy Baker, Jeff Broome, Efrren Bnitlar. 

Jonathan Erickson, Tom Hull, Simon Hurley. 

Ryan Jewell. Ned Johnson, Amit fepooe, Jeff Knhs. 

James loornslesn. Brian Mattel, Alix McAlptne. David 

Met iarry, Marc McCiarry, Mikey Newman, 

Greg Peterson. Mark Petty, Randy Pilchfurd, Gary 

Rivers. JD Sanders, jod Watson, Steven Wilson, 

Jeff Worthy 

Orchestral Score Performed By: The Prague 

FTLMhamionk- Orchestra, Czech, Republic 
Score CompcfieT: Stephen Harwood 
Score Conductor: Adam Klemens ' 
Score Studio Technician. Cenek Kotzmann 
Score Sound Engineer. John Timperiey 
Score Sessions Organist: Pelr Pycha 
Score Reader. Milan Puklkkv 

QA Manager: Evan Rirkhy 

QA Leads: lien NiLschke, Mike Weber 

QA Testers ErikAvalos, Sieven Boaman, 

U nnikT Cmscfat* Jiinw^ C^uffikQ, Stephen Daniels. 

Angie Dietrich, David Doran-Marshall., 

iihonda Dudley, Matthew Graham, Curtis Hart, 

Benjamin Berny, Demck Levy, Hick Luebbers h 

C^bante MahaFFey, Justin Miller, Joshua Ridcnlunir, 

Sean Slayback. Kv,iri v.illnjtn. TongTiao, 

Barter Wbodfcee, J«b W r yaM 

QA Engineers: Nicholas Chinnici, Aaron Cole. Ttyan 

GasAaa, Kyle Denton, Fredrrifk pjchnlw, 

julm Roberta 



Gearbox Staftwsue Es J'lin Antal, Matthew 

Ar-hvri.riL;. '-iLi'L-jii b'.-lil EvM BSAfy PaOfdt 
Blank, Jeffrey Broome. JennilVr R-.irrh 
Sean Caraaaugh, Jeramy Cootc, Sharinorj l>ees 1 
Parnt k pcupise, Fnk Docsdicf, Scon Dudlev. 
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Joe Espinoza, Dorian GorskL Daniel Grafstrom, 
Shawn Green, R70 Hanson-White, Sunon Hnrlt-y, 
Josh Jfffcoat, Richard Jessup, Neil Johnson, 
Stew Jones, Chades Kostidt, Patnek Krefting, Eli 
I.una. l'i!.:,ii M^nel David Md baij 
Undtn Monlyomery, Mike Neumann, Ben Nilschke. 
Nathan Overman, Stephen Palmer Leah Pearl, 
Handy Pitdtford, Sean Reartkm Josh Rcarick, 
Natlian Heinhardl. Carl Shedd, Jimmy Sieben. 
Marc Tardif, Matthew VanDolen, Scott Velasquez, 
Mike TOudwuD, andJt-ffWford. 

GtartiOK Software would like to thank: everyone at 

rbjsoft. Mark Rein 1 Jay Wilbur, Tim Sweeny, Cliffy B 
' and everyone al Epic; \\ Reed and everyone al 
Demiurge Studios- Peter Raad, Tttsy Cucvas, 
fa ... N?rju. and e^'eryone at The Gutldhail; 
l Gabe and Tycho al Penny Arcade, Joe Sotisa, 
Brian Har^'t-y, Dan Vi^jli, Carrie Cowan, and 
everyone at n\'idia: Joe rGeincr and ewryoac at 
Logitech. Liam B>Tne at Creative Labs. ATL 
Lori Solomon al Du&y; Krisij Juniu; Chef David 
M niac I- Urian Hurleson and ihf SGI) A- SiTrft 
li;=vie>S; Daniel Germain; Valve r Ken Lobb 
Chris Kimmel, Frank Pape, Jim Veevaerr and every- 
jonz as MiLniMjFi Game Studitus; Enima ScigeJ; 
Klonie] Luka- Jerome Kemker; MUSAi Petr P>"tha; 
Professor Ed Peniehe -t former member of 10-Isl 
Airborne. F<» Company, m WWII>. Dr. Jaik At^-atcr; 
The Nariorail D-Day and WTKll Museum; 
rhe Patton Museum, the Veterans of Poretgn Wars 
organization; the T ;.S. Army Ordnance Moaeufflj ila- 
Aberdeen Proving Ground; the United States Artned 
InoTces' the Gearbox (brum moderators 
(Andy t^o^Tnan, Chris Eyles, Eric Atkinv, 
David praher, Koran Vracar, Pascal Redant, 
Dav^d Estalote. Jonathon Church. Garland Rayt and 
Molkieni: the Geasboa forum regukars; anil all the 
1 1 1) a I ( icaifxMt farts who have supported us over tlte 
yearsl 

^peual thanks io- Emily AnwttOB ^ Lisa iieckhani: 
Arthur Birkby f former member of ^5th infantry 
Divi.^iun dtomj the H.jilIl- erf the Bulgy in WWTD; 
Grace liirkhy; the Blatik Famflf; Nicole Blydenstein; 
Karl Borsti Robert Brehire Debbie and Frank Brown; 
I .i Biirris Convueln Qimpcb, larnt -.:■.-■ 
Sean Camlan; William Davis ifomier B-17 navigator 
in Wft'ilh Don Dees; ^uzan Dees, ilteresa Deupree: 
\tm, KmU iMriin- Ronald andj3ne Docscber; E7; R'bra 
and Paul, Aks Mores: lusnrt Garrett; Dary] Gold 
Melodie and Timothy GraJstrom; Misty and Ambet 
Green: Lenor.t Humandtv. Jennrfer Fiutefecs BCfS iS 
. Vi I - _ Hurley; Tlifjmas & Robin Hurley; Amanda &. 
Michelle Hurieyi the Jessup Family; W^a^Tie. 



Peggy, Michael, and Sarah Kr\'Sring Aaron faha&ofl 
l.ihl'y fan - \-.-\\..\ I Komandu; Kurby r ; Brian Lamay; 
Tte Lee BmhttS; die Luna Family; Mapcore; 
Meghan and laam Martel;.C^nM Neumann; 
Mike Neumann vl,0; Joe Orlando: John, Lynecte , 
Matthew and ihti res( of the O^'exmar] Family, Ana 
Palmer; Mike Palmer; Mike and Marivti Reaidon; 
Scott, Stacey and Samantha Reardon; 
the Rearick family; the Retnhardt Pamify, 
Connie Riley, Aidan, Cal^io, and 
Stephanie SVTdder, SaXJter; Shobek: K^vJn Steele; 
Oscar arid Tango: me Tardif Family ; Maria Torres; 
UnreirPlillips; Lisa and Gabi Velasquez; 
Juhe VanDolen: Maya Wildes; Mike Wildes; 
Jennie Williams; Ann, Liam, and Elantn- WoEFonk 
Kevin Zalec *was ; thep0s5e.org. God 



Thanks tu dtt: rflaewe team ai Geaiboi for vcu.\u 
ing the \ision through synergy and collalmration that 
far eiceeds die inilial idea. 

Without you guys and gals, there is no Gearbox, 

Brothers In Arms Babies: Dam MarteL Maya Wildes. 
Gabnella & Isabella Velasquez, Katharine [>oescher, 1 

Ellun Hi/rruindc./, Afelliado A EvrlyTi bim8&QO& t 
F.lanor Wofford. 



27 



BROTHERS IN ARMS Road to Hill 30™ 
TECHNICAL SUPPORT 

NEW: To serve you belter. Ubisofi is now providing Full ONLINE support, to 
solve your gamins problems quickly and efficiently, ■ 

Simply go to ruip://www.ubLcom_ nk and visil die I bisofi Frequently Asked 

Questions firsl! 

By visiting our FAQ database, you ran find exactly the some answers chat are 

available to you by catling or sending web-mail to our support representatives. 

This service is free and available 2-t,-~| 

If for any reason you do not find the answer to your question, you can click on 

the Ask a question link in the FAQ to send us a well-mail, ensuring that we get 

all ihe important information on your system and your problem so we can 

aniwet correctly the firsl lime. 

Make sure to include all information cm your system, your problem, and the 

game you arc playing. 

If you do not have internet access. Our support representatives can assist you 

Horn l ):lK) am until 7:00pm, Monday - Friday (excluding Bank Holidays) on 

Telephone: O9OVi82-0 1 t.w Calls cost JOp per minute. Please be at your system 

when calling Ubisoli for support, 

Australian technical Support 

Technical .Support Info Hotline 

1902 262 102 

i calls arc charged al S2.4H per minute including GST. Higher from public 

and mobile phones I. 

HINTS* TIPS 

la Hiking for cheats to go up lo Ihe next level? Call us for Hints and Tips 
Telephone Number: 0'KKS 643 0200, available hours 9.01.) am until ~.(V) pin 
Monday — Friday (excluding Dank Holidays) to speak to one of our representa- 
tives. Calls cost £1.50 per minute, please ask permission from the person who 

pays the phone bill before making ihe call. 



WARRAINTY 

LTbisoft warrants to the original purchaser of its products that the products will tie free 
(font defec&l in materials and workmanship for a period of ninety (90) days from the 
dale of purchase. Ubisoft products are sold 'as Is," without any expressed or implied 
warranties of any kind, and llbisofl is not liable for 

any losses or damages of any kind resulting from use of its produx ts. ! trisoft agrees foi 
a period of ninety (90) days to cither replace defective product free of charge provid- 
ed you return die defective item with dated prod of purchase to the store from which 
tile product was originally purchased or repair or replace die defective product al its 
option free of charge, when accompanied with a proof of purchase and sent to our 
offices postage prepaid. This warranty is not applicable to normal wear and tear, and 
shall lie void if the defect in the product is found to be as a result of abuse-, unreason- 
able use, mistreatmenl. or neglect at ihe product, 
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Take Brothers in Arms Road to Hill 30" to the next level! 



Exclusive content and information 

• Great competitions and prizes 

• Privileged offers: collectors, limited edition. 

• Exclusive hints and tips 

• Meet new friends on the forums and get all 



Join us now at www.brothersifiarmsgame.coni 
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